
SEABREATHE
A Player's Companion


"The city holds its breath. Only time — and daring heroes — will decide."

	This document is for players.
It contains the world as your characters know it — what you've seen, who you've met, what you've learned, and what you're still trying to figure out. Nothing in here is a spoiler. Everything in here is fair game to reference at the table.





1. The World of Seabreathe


	The City at a Glance
Seabreathe is a coastal city-state built on trade and salt air, perched on cliffs above a busy harbor. For centuries it was governed by a Senate — many voices, many interests, slow decisions. Three generations ago, in the aftermath of plague and famine, a general named Altherion rose to power with a promise of stability. His grandson, King Altherion III, sits the throne today. The Senate still exists. Mostly, it watches.

The city is layered — literally and figuratively. Power and wealth sit at the top of the cliffs. Labor and life pulse at the bottom. Between them, something is straining.



	The Citadel & Upper City
The seat of royal power, perched on the highest ground. The palace, noble manors, the University, and the well-maintained upper streets. Glowing streetlamps, marble facades, careful ambition. The Senate meets here — ceremonially.

The Lower City
The beating heart of Seabreathe. Workshops, markets, dockside taverns, and the people who actually keep things running. Gritty, vibrant, increasingly hungry. The Slippery Corkscrew is here. So is most of the trouble.

The Docks
Where the city's commerce lands and where its tensions concentrate. The laborers' union is active here. Teamsters have gone missing. Strange figures move around certain warehouses at odd hours.
	The Undercity
A labyrinth carved into the cliffside beneath the city. Most surface folk don't go down. Smugglers do. Cults might. Ley-line energy converges somewhere in the dark below. Those who return from the Undercity tend to bring strange stories.

The Eastern Farmlands
Once lush under elven agricultural care. Now increasingly fallow. Abandoned orchards, refugee camps, overgrown paths. The further east you go, the stranger things get. Signs of blight appear at the edges — blackened trees, sick animals, water that doesn't taste right.

Lysinar Grove
The wood elf enclave, deep in the forests east of the farmlands. You have been inside. Tree-platform villages connected by vine walkways. Quiet. Watchful. You are guests — which is more than most get.



The Crisis — What Everyone Knows
The food shortage is real. The farmlands that once fed Seabreathe have yielded less and less over the past few years. The wood elves who tended those fields and coaxed harvests from the soil through their druidic rites have withdrawn to their forest. Markets are thin. Prices are climbing. People are angry.

At his public address, King Altherion III blamed the dwarves of the foothills — accusing them of encroachment and aggression that supposedly drove the elves away. That speech ended in a riot.

What's actually causing the crisis is something you're still unraveling.


2. Factions

These are the major players in Seabreathe's unraveling. Your relationships with each are still being defined.

	The Crown
Relationship: Unwitting enemies, probably.
King Altherion III rules Seabreathe. His family has held the throne for three generations — long enough to feel permanent, not long enough to feel inevitable. He has steadily reduced the Senate's power, installed loyalists in key positions, and controls the flow of official information tightly. His speech blamed the dwarves. His secret operations point somewhere else entirely. Guards loyal to the Crown ambushed you in that warehouse. You've seen sealed royal documents you weren't supposed to see. Whether or not the Crown knows your names yet, you are operating against its interests.



	The Wood Elves of Lysinar Grove
Relationship: Earned guests. Not yet allies.
For generations, the wood elves of Lysinar Grove quietly sustained the farmlands east of Seabreathe through druidic rites and careful stewardship. They were never citizens of the city, but they were neighbors — and the city's prosperity depended on them more than most people admitted. They withdrew when something started feeling wrong about the land, and when the city's rulers stopped listening. You passed Vaelin Duskwhisper's combat trial and were welcomed through the gates. The elves shared what they know about the corruption spreading through the land. Council Speaker Cailrath Moonpetal leads them — you've heard the name but haven't formally met him.



	The Irondeep Dwarves
Relationship: Unmet. Not what the King says they are.
The Irondeep expedition has mined the foothills east of Seabreathe for generations, trading peaceably with the city along the way. They've recently pushed their tunnels deeper following a promising ore vein — right into the region where something strange is happening underground. The King's speech called them aggressors and encroachers. Based on everything else you've seen the King get wrong, that framing is worth questioning. You haven't met them yet. Foreman Brakk Embercleft leads the surface camp.



	The Revolutionaries
Relationship: Sympathetically adjacent.
Not a single organized group, but a current running through the Lower City — dockworkers, union organizers, political dissidents, people who remember when the Senate actually governed. Orator Lannis lit the fuse at the King's speech. The underground handbill called 'The Truth at Twilight' is their voice in print. The laborers' union at the docks is their most organized expression. They are not wrong about what's happening to ordinary people in this city. Their methods are not always clean.



	The Old Senate
Relationship: Background. Not yet relevant.
Seabreathe's Senate once governed by real authority. Now it meets ceremonially and advises when asked. Some senators are furious about the erosion of their power. Some have made peace with it. A few have been quietly bought. If the current order ever collapses, the Senate question becomes the center of everything.




3. People You've Met

Everyone your party has encountered, organized by where they fit in the world. Details reflect what your characters have observed and learned — not necessarily the full picture.

The Crown & Its People

	King Altherion III
Ruler of Seabreathe
Appearance: Tall, lean, early fifties. Dark hair going iron-gray. Hawkish face. Dresses in subdued opulence — deep blues and greens. His smiles don't reach his eyes.
What you know: You heard his speech in the central square. He blamed the dwarves for the food crisis and spoke of restoring prosperity. The crowd rioted before he could finish. Whether he survived the chaos is something you have not confirmed.
Last seen: Central square, mid-speech, before the riot.



	Royal Advisor Velessa
The King's advisor
Appearance: Not physically described in detail.
What you know: Mentioned as a key figure close to the King. Rumored to be more than an advisor — possibly the one actually steering decisions. Was either a target of, or a participant in, the assassination attempt during the riot. Status unknown.
Last seen: Present at the royal address. Not directly spoken to.



	Dockmaster Brendish
Dock authority / possible Crown operative
Appearance: Not yet seen.
What you know: His name appeared in the coded documents you recovered from the burning warehouse. He is connected to the Crown's secret mineral shipment operation. You haven't found him yet.
Last seen: Named in documents. Not yet encountered.



	Jarlan Toft
Unknown — defaced guard badge
Appearance: Unknown.
What you know: His name is on a defaced guard badge you recovered from the warehouse fire. He might be a corrupt guard, a missing person, a deserter, or something else. You don't know.
Last seen: Badge recovered from Warehouse 12 fire. Person not encountered.



The Slippery Corkscrew — Local Contacts

	Harran
Bartender, the Slippery Corkscrew
Appearance: Barrel-chested, perpetual squint, the kind of face that has heard everything and volunteered nothing.
What you know: He pours the drinks and guards the gossip with equal care. His best honeysuckle mead has run dry because the elf-tended herbs are gone, and he's sore about it. He mentioned Redfern Millie — an orchard keeper east of the city who used to trade with the elves. He loosens up for coin or a round.
Last seen: Slippery Corkscrew, available most evenings.



	Ganfall
Drunken drayman
Appearance: Slumped in a corner booth. Large, weathered, in his cups.
What you know: He used to haul elven produce before the withdrawal. Claims he saw elves slipping out of the city under moonlight right after rumors started about 'state projects' in the King's quarter. He remembers the direction they were heading. Getting useful information out of him requires patience, coin, or sobriety assistance.
Last seen: Slippery Corkscrew.



	Niva Silverbranch
Half-elven minstrel
Appearance: Drifts through the tavern with a lute and mournful songs that carry more information than they appear to.
What you know: Her songs hint at the elves' departure and hidden forest paths. She learned them from an elf harper who fled the city. She knows old elven runestone markers — rough waypoints through the eastern wilderness — and will share them for a small favor.
Last seen: Slippery Corkscrew.



	Corrima
Traveling herbalist
Appearance: Frustrated, pacing near the fireplace.
What you know: Her herb supply has run dry because her sources were elven. She knows about an abandoned shack east of the city that once connected directly to elven trade. The shack may still have useful remnants.
Last seen: Slippery Corkscrew.



The Docks

	Marven Ironhand
Dock foreman
Appearance: Built like the ships he oversees. Voice that carries over harbor noise without apparent effort.
What you know: Gruff, experienced, and suspicious of strangers by default. If you earn his trust — by helping with an immediate docks problem or proving you actually care about the workers — he'll share what he knows: missing teamsters were last seen heading to Warehouse 12 late in the evening. Strange hooded figures. Not everyone wearing a union badge is looking out for workers. The docks can be treacherous for those who don't know their way.
Last seen: Active at the docks.



	Orator Lannis
Revolutionary agitator
Appearance: Not physically described.
What you know: He was in the crowd during the King's speech. He shouted accusations that ignited the riot. He was not a random angry citizen — he had prepared words and a plan. Whereabouts after the riot: unknown.
Last seen: Central square, during the riot. Not seen since.



The Eastern Wilderness

	Redfern Millie
Orchard keeper, eastern farmlands
Appearance: Older woman. Her farm sits at the edge of the known land before the forest takes over.
What you know: She once traded directly with the elves and knows the paths they used to walk. She mentioned a runestone in her orchard — druidic carvings that point deeper into the forest. Her farm has seen the corruption: a cow showing signs of sickness and unnatural change. She's said less than she knows.
Last seen: Her farmstead, east of the city. Starting point for the journey to the Grove.



Lysinar Grove

	Vaelin Duskwhisper
Guardian of Lysinar Grove
Appearance: Tall. Layered armor of woven leaves and dark cloth. Moves with water-like fluidity. Emerald eyes that hold centuries of practiced patience.
What you know: He did not step from behind the trees. He was simply there. He drew a line in the earth, invited you to cross blades, and tested your worth through combat — judging not just your fighting skill but your choices: did you help your companions? Did you show cleverness? Did you offer something freely? The party passed. He healed Salvator, transported everyone to the grove platform, and welcomed you as friends. He is likely your main point of contact inside Lysinar Grove going forward.
Last seen: Lysinar Grove — and the forest boundary where he tests travelers.



	Cailrath Moonpetal
Council Speaker, Lysinar Grove
Appearance: Older elf, silvering hair in a long braid. Calm and deliberate in the way that comes from centuries of practice.
What you know: He speaks for the enclave. You've heard his name from the elves inside the Grove. He remembers the old alliances between the elves and Seabreathe and carries what sounds like genuine sorrow over how things have broken down. You have not formally met him yet.
Last seen: Lysinar Grove. Not yet formally encountered.



The Irondeep Expedition

	Foreman Brakk Embercleft
Leader of the Irondeep dwarven expedition
Appearance: Older dwarf, braided auburn beard, soot-streaked skin. Wears no crown. Claims no title beyond Foreman.
What you know: You haven't met her yet. What you know comes from what the elves told you and what the eastern wilderness implies: the Irondeep expedition has been mining the foothills for generations. They extended deeper recently, following a promising ore vein. They are not the aggressors the King's speech painted them as. She leads by respect, not fear. She is blunt with outsiders and resentful of accusations she considers baseless. She will not help people who repeat Crown propaganda at her.
Last seen: Irondeep surface camp in the eastern foothills. Not yet encountered.




4. Your Party

A record of who you are — as the world knows you and as you know yourselves. Useful for catching up between sessions, sharing context with new players, or just remembering who punched whom.

Salvator
	Race / Class: Lizardfolk Druid (He/Him)
Background: Working student. Fishery and ship worker. Scholar of the lost lizardfolk empire — part historian, part marine biologist of the arcane. Carries an herbalist kit and a calligraphy kit. Smells faintly of fish. This is not a complaint. This is documentation.
Memorable moments: Wildshaping into a gecko to carry a rope across a dangerous stream. Hurling his trident at Duskwhisper (who caught it mid-air). Currently inside a Crown caravan wagon in small-lizard wildshape, having identified the cargo as Gravestone Ore with an Arcana check of 21.



Zogette
	Race / Class: Half-Orc Fighter (She/Her)
Background: Lower City apartment. Woke up on the first day cleaning blood off her boots — someone else's, from defending a stranger in a bar fight the night before. Mercenary work, grunty jobs. Minimalist lifestyle. Punches first, processes later.
Memorable moments: Got bound by Duskwhisper's grasping vines. Was freed by Carosius — a moment the guardian visibly noted. Also briefly vanished when Duskwhisper said 'the forest's warm embrace' after she tried to hug him from behind.



Carosius
	Race / Class: Orc Barbarian
Background: Military officer. Performs lower-city rough-and-tumble while clearly carrying upper-class habits. Was given a magical apple early on that enhanced his senses — he used it to spot movement in the forest canopy that no one else could see.
Memorable moments: Called up into the trees to hail Duskwhisper's scout: 'Hail, well met! We mean no harm!' Freed Zogette from grasping vines with a well-placed strike. Offered the half-burned journal and elk-carved stone to Duskwhisper at the end of the trial — the gesture that sealed the party's entry to the Grove.



Fiammetta Delios (Fiamma)
	Race / Class: Sorceress (She/Her)
Background: Born in Seabreathe, grew up in a rough district bordering the noble quarter. Father was a mage and killer-for-hire known for discretion. Mother ran an apothecary and was her father's poison supplier — that's how they met. When Fiamma was 16, her mother died. Officially: poisoning, assumed mishandling of a toxic substance. Her father never accepted that explanation. He became paranoid, obsessive, isolated. Fiamma raised herself on books and her mother's notes, developed her own magic with no formal mentorship, bluffed her way into a university, and was expelled for summoning a hell gate in her dorm room. Now she works as a scholar-for-hire: obscure tomes, occult artifacts, no questions about the client. She lives by a strict personal code of reducing suffering wherever she can — as long as it doesn't cost her independence or survival.
Memorable moments: Getting expelled for a hell gate is a personality. The investigation and infiltration work across Sessions 9-12 fits her profile exactly.



Yog Abob (Yawg)
	Race / Class: Goblin Rogue
Background: Houseless. Sleeps in a hammock. Wakes at dawn. Does not want to be pigeonholed. This is about all he's volunteered.
Memorable moments: After the Wellspawn fight in Session 8, he peered into the corrupted well alone. He had a vision. He didn't talk about it much — instead he made a charcoal etching of strange runes he'd seen. Those runes have not been decoded. Currently maintaining psychic link communication during the caravan infiltration.



Gins
	Race / Class: Dwarf Barbarian
Background: Runt of the litter. Boatwright. Here to prove something. The classic underdog arc — with the added layer that dwarven politics have become central to the campaign, and Gins is a dwarf caught in the middle of it.



Grimgold Ironfist
	Race / Class: Dwarf Fighter (Chaotic Neutral)
Background: Brutish. Enjoys a drink. Possibly several. Another dwarf in a campaign where dwarven identity is increasingly relevant.



Thea
	Background: The party's Elvish speaker, which turned out to be critical. Called out to Duskwhisper's scout in the forest: 'We know Millie, and we come in peace.' Got the riddle that led you to the Grove. During the trial, shot an arrow at Duskwhisper (he parried it and vanished), then — in a moment of quick thinking — snatched a charm from his belt mid-duel. He looked at her and said: 'Clever girl.' Then she disappeared too.




5. What's Happened So Far

A session-by-session record of the campaign. Use this to catch up if you've missed a session or to remember what that thing was that happened that one time.

	#
	Title
	What Happened

	S1
	Riot in Seabreathe
	You were in the central square for the King's speech. You heard him blame the dwarves, watched the crowd turn, and ran for your lives through a city on fire. You used a five-ring escape system to navigate past guards, rioters, and collapsing buildings. You made it out. The city kept burning behind you.

	S2
	First Leads
	Back in the city (or gathering intel before leaving). Drinks at the Slippery Corkscrew. Rumors of missing union workers, strange activity to the east, elven withdrawal. You met Harran, Ganfall, and got pointed toward Millie's farm.

	S3
	Into the Forest
	You set out from Millie's farm into the eastern wilderness. Crossed a dangerous stream via gecko-rope (Salvator). Carosius ate the magical apple, spotted movement in the trees. Found a web of tripwires around a tree. Thea called out in Elvish. Got a riddle from a hidden elf scout: 'When the river sings twice, follow the third note.' Found a ruined hunting blind with a half-burned journal and small carved artifacts. Followed birdcalls to a river fork, where Salvator sang the pattern back — and Vaelin Duskwhisper appeared from nowhere.

	S4
	Lysinar Grove
	Duskwhisper's trial: grasping vines, a vanishing swordsman, a trident caught mid-air, a charm stolen from his belt, and a half-burned book offered in friendship. Party passed. Welcomed into the Grove. Encountered a corrupted elven scout who had become a Shadow Stalker — recovered the body. Elves confirmed: the corruption is spreading unnaturally. They whispered a name: Veythin.

	S5
	What the Elves Know
	The elves studied the corruption — the dark ichor, the remains of the Shadow Stalker. Their conclusion: it is spreading through the land itself, not just through the surface. They pointed you back toward Seabreathe and the eastern lands as the source. They provisioned you for the return journey.

	S6
	Corruption Closer to Home
	Traveling back toward Seabreathe. Investigated farms on the outskirts. Found Millie's farm showing signs of the same corruption — a cow with unnatural sickness and physical changes. The blight is not staying in the deep forest.

	S7
	The Chapel of Vessaniel
	Investigated an abandoned chapel. Religious iconography of Vessaniel. You attempted to invoke divine magic — got a partial response. Inside the chapel, you found a corrupted well.

	S8
	The Wellspawn
	The well had something living in it. You fought the Wellspawn and Drowned Echoes and won. After the fight, Yawg looked into the well alone. He had a vision. He didn't describe it in detail — he just made a charcoal etching of the runes he saw. You rested in the chapel uneasily.

	S9
	Back in Seabreathe
	Returned to the city. Investigated Market Square and gathered rumors: secret shipments, restricted areas, noble involvement, irregularities in the guard. Something is being moved, and officially it doesn't exist.

	S10
	The Warehouse Trap
	Tracked a lead to a disillusioned guard — the lead was false. You were ambushed at a warehouse, but you had stealth advantage and turned it around. Inside: royal-sealed documents, evidence of secret operations, and the name Dockmaster Brendish.

	S11
	Fire and Evidence
	The warehouse caught fire during the fight. You escaped with: scroll tubes containing logistics records, coded orders, and a defaced guard badge with the name Jarlan Toft. You watched the Overseer being extracted by Crown guards as you fled.

	S12
	Decoding
	Regrouped at the Slippery Corkscrew. Decoded what you'd taken. Keywords: Eastern Foothills. Mineral Shipments. Prime Channel. No Public Disclosure. A Crown operation is underway outside the city, and it is being kept secret from everyone.

	S13
	The Caravan (CURRENT)
	You tracked a Crown caravan transporting black-veined minerals — now identified as Gravestone Ore. Party disguised as traveling performers. Salvator wildshaped into a lizard and got inside the wagon. Arcana 21: the ore is corrupted leyline material. Dead magic. It causes environmental corruption and magical breaches. It resonates with something deeper underground. You are mid-infiltration.



	Where You Are Right Now
1. Mid-infiltration of a Crown caravan moving Gravestone Ore toward the Eastern Foothills
1. Salvator is in small-lizard form inside the cargo wagon
1. Yog is maintaining psychic communication with the group
1. The rest of the party is in traveling-performer cover alongside the caravan

The caravan is heading somewhere. You are going to find out where.




6. What You Know — and What You Don't


Things You Know
	1. The wood elves withdrew because something felt wrong with the land — not because of the dwarves.
1. A corruption is spreading through soil, water, and living things. It has reached the forest (Shadow Stalker), a chapel well (Wellspawn), and farm animals near Seabreathe.
1. The Crown is secretly transporting a mineral called Gravestone Ore toward the Eastern Foothills.
1. Gravestone Ore is dead magic — corrupted material from damaged leylines. It causes environmental harm and resonates with something underground.
1. The Crown's coded documents reference: the Eastern Foothills, Mineral Shipments, the Prime Channel, and No Public Disclosure.
1. Dockmaster Brendish is connected to the Crown's secret operation.
1. The dwarves are not the aggressors the King's speech claimed.
1. The elves whispered a name connected to the corruption: Veythin.
1. Yawg saw something in the well that he etched in charcoal. Those runes have not been decoded.



Things You Don't Know
	1. What is the Prime Channel? A leyline network? A physical tunnel? Something else?
1. What is being done with the Gravestone Ore at the destination?
1. Who or what is Veythin?
1. What do Yawg's runes mean?
1. Who is Jarlan Toft and what happened to him?
1. Did King Altherion survive the riot? If so, does he know about you?
1. What, exactly, is Dockmaster Brendish's role?
1. What lies at the bottom of the excavation site in the Eastern Foothills?
1. What will happen if the corruption is not stopped?



Things Worth Remembering
1. Millie knows more than she's said. Her farm is corrupted.
1. Orator Lannis ignited the riot and has not been seen since.
1. The unnamed former city guard knows about watch-towers on the eastern perimeter. You never got his name.
1. Fiamma's father has been searching obsessively for the truth behind her mother's death — a thread that has never been pulled.
1. Two dwarven PCs (Gins and Grimgold) in a campaign where dwarven identity is becoming central.


7. Items & Evidence

A record of significant items in your possession or previously encountered.

In Your Possession
	Coded Crown Documents
Recovered from Warehouse 12. Scroll tubes containing logistics records and coded orders. Partially decoded. Confirm a secret Crown operation involving mineral shipments to the Eastern Foothills. Reference the Prime Channel. Stamped with royal seals.

Defaced Guard Badge (Jarlan Toft)
Also from the warehouse. Name: Jarlan Toft. Badge deliberately defaced. Unknown significance.

Yawg's Charcoal Rune Etching
Made by Yawg after his vision inside the corrupted well (Session 8). Strange runes, possibly connected to the corruption or whatever Veythin is. Not yet decoded.



Previously Encountered
	Half-Burned Elven Journal
Found in a ruined elven hunting blind east of the city. Spoke of 'encroaching shadows' and 'the land bleeding.' Half destroyed by fire. Offered to Duskwhisper by Carosius as a gesture of friendship — accepted.

Elk-Carved Stone
Small stone figure found with the journal. Also offered to Duskwhisper. Accepted.

Gravestone Ore (observed, not held)
Black-veined mineral being transported in the Crown caravan. Identified by Salvator (Arcana 21) as corrupted leyline material — dead magic. Causes environmental corruption and magical breaches. Resonates with something deeper underground. The caravan is moving it toward the Eastern Foothills.

The Seabreathe Herald & The Truth at Twilight
Two documents circulating in Seabreathe. The Herald is the official Crown publication — measured language, scapegoats the dwarves, promotes loyalty to the King. The Truth at Twilight is a subversive underground handbill — rough paper, sharp language, calls the Crown's story a lie and accuses it of hoarding resources and hidden projects. Both are worth re-reading now that you know more.




Seabreathe — A Player's Companion
Current through Session 13. Ask your DM what happens next.
